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starting Up 



OPEN BUTTON 
DISC COVER 


• Set up your PlayStation® game console according to the instruction 
manual. 

• Make sure the power is off before inserting or removing a compact 
disc. 

• Insert the Fifth Element disc and close the disc cover. 

• Insert game Controllers and turn on the PlayStation game Console. 

• Follow the on-screen instructions to start a game. 

• A Memory Card is required to play Fifth Element. 


Game Controls 

The default Controller configuration is shown here. All references to 
button selection in this manual will refer to the default Controller 
configuration. 


Crouch 


Dodge Left 



Fire Auxiliary 
Weapon/Throw 


Dodge Right 



Note: Fifth Element does not support analog controllers. 



To select menu options, use the Directional buttons up/down to 
navigate through the menu options, highlight the option you v/ant to 
select, and hit the X button to accept. Screens without menus will 
have button press options listed on the bottom of the screen. 

Game Reset 

To abort a game in progress, press the S TA RT button to pause the 
game. Choose Quit Game from the menu to return to the Fifth 
Element title screen. 

Soft Reset 

You can reset to the Fifth Element title screen at any time during 
gameplay by holding down SELECT, then pressing and holding 
S TA RT for two seconds. 


Introduction 

Every five thousand years, a door opens between the dimensions. 

In one dimension lies the universe and all of its multitude of varied life 
forms. 

In another exists an element made not of earth, air, fire or water, 
but of anti-energy, anti-life. 

This thing, this darkness is not interested in money or power. This 
Pure Evil awaits patiently at the threshold of our universe for an 
opportunity to extinguish all light and all life. 

Every five thousand years, the four basic elements have to be 
gathered around a fifth... The Fifth Element: the perfect being. 

Every five thousand years, mankind needs a hero to save the world, 
And in 23rd century New York City, the fate of the Universe is in 
your hands. 


Starting Up 

Intro Sequence 

When the game is started you will see an introductory movie. Press 
the X button to end the movie and advance to the Main Menu. 



Main Menu 

Use the Directional buttons up/down to 
select an option and press X to select. There 
are four options on the Main Menu: 

New Game -Select to start the game using 
the current settings. You will proceed to the 
Character Selection screen. 

Load Game -Select to load a saved game from the Memory Card 
(see Load Game below). 

Optlons-Select to change game settings (see Options on page 7). 

Tutorial -Select this option to view a brief tutorial video that will 
explain the game controls. 

Load Game 

If you select this option, the PlayStation will scan your Memory Card 
for Fifth Element saved games. Any saved games it finds will be 
displayed on the screen. Use the Directional buttons up/down to 
select a particular saved game and press X to load it. Use the A button 
to return to the Main Menu without loading a game. 


Options 

Use the Directional buttons up/down to 
highlight an option, and press X to select. Use 
the A button to return to the Main Menu. 

There are six options to choose from: 

Sound Settings -Select this option to adjust 
the in-game sound and music volumes. (See 
Sound Settings on page 8.) 

Screen Settings-Select this option to adjust the positioning of the 
game display on your TV screen. (See Screen Settings on page 8.) 

Light-Select this option to change the brightness of the game display. 
Use the Directional buttons left/right to adjust the brightness from 
0 - 10 . 

Difficulty -Select this option to adjust the game difficulty level. 

Use the Directional buttons left/right to select between easy, 
normal, and hard. The easy setting will reduce enemy hit points and 
increase the time allocated for timers. Hard setting will increase enemy 
hit points and reduce the time allocated for timers. 

F i I ms — Select this option to toggle the reward videos on or off. Use 
the Directional buttons left/right to select between On or Off. 

Vibrations-Select this option to enable or disable force feedback 
(Dual Shock'' only). Use the Directional buttons left/right to select 



Main Menu 






Sound Settings 

Use the Directional buttons up/down to select either music volume, 
movie volume, or sound (effects) volume. Use the Directional 
buttons left/right to adjust volume. Press X to accept volume settings 
and return to Options. Use A to return to Options without making 
changes. 

Screen Settings 

Use the Directional buttons to adjust the centering of the game 
display on your screen. Press X to accept screen settings and return 
to the Options screen. Use A to return to Options without making 
changes. 

Tutorial 

The tutorial is a short movie that shows the basic game controls. You 
can press X during the tutorial to quit and 
return to the Main Menu. 

Mission Intro Menu 

Ruby Rhod, the best DJ in the universe, will 
go to the extreme to put on the most 
incredible performance for his 50 billion 
listeners. He is here to tell your story... 



Mission Intro Menu 


Selecting Your Character 

One or two multipass cards will be displayed on the screen. The pass 
in the foreground is the currently selected character. If two passes are 
displayed you can use the Directional buttons left/right to toggle 
between them. Press X to accept character selection and to display 
the mission briefing. Press A to return to the Main Menu. 

Korben 

Former Military Captain, Korben Dallas is currently employed as a cab 
driver in one of Jean Baptiste Emmanuel Zorg's subsidiaries. He lives in 
a small apartment in the center of New York City. Korben was one of 
the best officers the Federated Territories Army ever had. During his 
army years, Korben became an expert in the use of weapons and a top 
fighter pilot. He is the last survivor of his special unit and intends to 
remain that way. The army knows that there is only one man capable 
of saving the world: Korben Dallas. Defeating Pure Evil while rescuing 
a gorgeous red haired woman is not the kind of job a real hero turns 
down. 

Leeloo 

Her full name is Leeloo Minai Lekatariba-Lamina-Tchaj' Ekbat De Sebat. 
She is the perfect, supreme being: The Fifth Element. Each strand of 
her DNA contains every aspect of her being—her personality, her 
memory—right up to the current moment. In 1912, the 
Mondoshawans took her away with them because they knew that the 
World Wars were about to break out and that the elements were no 


longer safe on Earth. Gathered around the four basic elements in an 
ancient temple in Egypt, Leeloo is the only hope that the Universe has 
against Pure Evil. 

The Mission Briefing 

The mission briefing will describe your goals for the current mission. 
Use the Directional buttons up/down to scroll the mission briefing 
if necessary. When you are finished reading the briefing, press X to 
start the mission. 



Camera Mode 


Game Screen 

Shield 

Health 

The 23rd century can be a Health 
dangerous place. There are many 
hazards and enemies that can kill 
and injure you. The vertical orange 


Life Meter 


Psionic 

Attack 

Charge 

Inventory 


and red bar on the left side of the Game Screen Menu 


screen measures your character’s 

health. As you take damage this bar will shrink towards the bottom of 
the screen. If the colored bar runs out, the character will die. 


Shield 

Shields are a wonderful device that protect you from most 23rd 
century hand weapons. If your character has picked up a shield power 


up, a blue shield power meter will be displayed beside your health 
meter. Any beam or bullet attack will reduce your shield power 
instead of your health. When the shield activates, you will see a 
spherical blue corona effect surrounding your character and your blue 
shield meter will shrink towards the bottom of the screen. Once your 
shield is down, further attacks will reduce your health. 

Inventory 

Anything that you pick up will automatically be placed in your 
inventory. You can pick up items by walking over them or pressing the 
O button while standing near them. All inventory items, except 
weapons, are selected automatically. If a particular item is useful in a 
certain situation and it is in your inventory, simply pressing the O 
button is sufficient to trigger its use. Weapons and ammunition must 
be specifically selected. Pressing Rl while holding Select will change 
weapons. Pressing R2 while holding Select will change ammunition. 
Note that Leeloo's grenades are treated like ammunition - press R2 
while holding Select to change the selected grenade type. 

Psionic Attack Charge 

Leeloo’s psionic attack can be triggered by simultaneously pressing X, 
□ and T, The powerful blast will neutralize all sentient beings in sight. 
Since the attack is so draining, she must recharge it before using it 
again. Pick-up a psionic energy power-up to recharge it. If charged, a 



pulsing white circle will appear in the transparent green panel in the 
lower right corner of the screen. 

Life Meter 

Pressing the Select button will display the life meter in the upper right 

hand corner of the screen. The number to the right of the life icon is 

how many lives your character has remaining. i 

Camera Mode 

Pressing circle while holding the Select button will toggle the camera 
mode. Pressing the Select button will display an icon that indicates the 
current camera mode. The panning camera icon indicates that the 
camera will try to find the best viewpoint from which to view the 
action. The cam indicates that the camera will try to stay in a fixed 
position relative to your character. 

Note: While in cam mode, pressing Select while pressing «- or -> will 
change the fixed viewpoint by up to an additional 90% to either side. 

Pause Screen 

Pressing Start will pause the game and bring up the Pause Menu. Use 
the Directional buttons up/down to highlight an option, and the X 
button to select. Use the A or Start buttons to return to the Main 
Menu. There are six options to choose from: 


• Return to Game-Select this option to return to the game. 

• Options-Select this options to change game options. 

• Start Level Again-Select this option to restart the level. 

• See Game Controls—Select this option to bring up a screen 
displaying frequently used controls. 

• Mission Briefing -Select this option to see the mission briefing. 

• Quit-Select this option to quit out to the Main Menu. 


Controls 

Leeloo 

MOVES 

run forward T 

turn left, right <— —> 

jump backwards J- 

jump A 

turn around or LI+RI 

do a I80°turn 

walk slowly O+T, RI,LI,-L 

crouch (get up) L2 

activate an object O 

hang A (pressed down) 

jump sideways LlorRI 


Korben 

MOVES 

run forward T 

turn left, right <— —> 

jump backwards i 

jump A 

turn around or LI+RI 

do a I80°turn 

walk slowly O+T, R I, LI, i 

crouch (get up) L2 

activate an object O 

jump sideways LI or Rl 



Leeloo Korben 


COMBAT 

punch 

kick 

throw a grenade 
block 

change ammunition 

□ 

X 

R2 

R2 + L2 

Select + L2/R2 

COMBAT 

kick 

shoot 

shoot auxiliary weapon 
block 

change ammunition 
change weapons 
reload weapon 

□ 

X 

R2 

R2 + L2 

Select + L2/R2 
Select + LI/RI 
Select + X 

SPECIAL MOVES 


SPECIAL MOVES 


psionic attack 
(must be charged) 

T+ D + x 

dive and shoot 

T+ □ 

CAMERA 

toggle camera views 

Select + O 

CAMERA 

toggle camera views 

Select + O 


Select + <- -> 
(while in cam) 


Select + <— —> 
(while in cam) 


Playing The Game 

Fisticuffs *\ 

You can damage an enemy by attacking in hand-to-hand combat. I 

A successful strike will be shown by a yellow burst at the point of 
impact. When a blow is blocked a blue burst will be shown at the point 
of contact. 


Gunplay (Korben Only) 

Guns can be used to injure and kill from long range. The currently 
selected weapon is shown in a panel in the lower right corner. Fire the 
gun by pressing X. A hit on a shielded target will cause a blue spherical 
flash to be displayed. A hit on an unshielded target will cause a red 
spherical flash to be displayed. Gun ammo is shown by a number to 
the right of the gun. The pistol has an unlimited supply of ammo and 
will be automatically reloaded when empty. You can force a reload by 
pressing X while holding select. The military and police weapons that 
can be found during the game have limited supplies of ammo. Switch 
weapons by hitting RI/LI while holding select. 

Hand Grenades (Leeloo Only) 

Leeloo can use hand grenades for a lot of creative problem solving. 
Press and hold the R2 button to throw a grenade. The longer the 
R2 button is held the further a grenade is thrown. A gauge in the 
lower right hand corner of the screen indicates how far the grenade 
will be thrown. Grenades are great for destroying grates, walls, and 
tight concentrations of bad guys. 

Auxiliary Weapons 

The military long-arms have auxiliary support weapons that pack an 
extreme punch. Press the R2 button to discharge the auxiliary weapon. 
The auxiliary weapon (if any) is shown by an icon below the gun 
picture along with a number representing auxiliary ammo. You can 



switch auxiliary weapons by pressing R2/L2 while holding Select. 
Grenades cause an explosion that damages everybody nearby. Flamers 
will set most enemies on fire. Freezers will freeze them rock solid so 
they can be shattered like glass. Missiles home in on a foe and explode 
upon impact. 

Operating Machinery 

You will encounter many computers, panels, and other machines in 
Fifth Element. You can activate these devices by standing near them 
and pushing the O (action) button. Sometimes you will need a special 
item in order to operate a machine or panel. When you don't have 
the right item, a transparent picture of the necessary item will be shown 
when you try to activate the machine. 

HINT: TRY TO ACTIVATE ALL MACHINES, PANELS AND 
COMPUTERS THAT YOU FIND BY PRESSING O. 

Picking Up Things 

You will discover many power-ups and equipment as you explore the 
worlds of Fifth Element. Pick up equipment and power-ups by moving 
over them or by pressing O while standing nearby. Note that you must 
explicitly choose to pick up a gun by pressing O while standing next to 
the weapon. Equipment will be added to your inventory for later use. 
Power-ups (Healing, Extra Life, Shield Recharge, and Psionic Attack 
Recharge) are not added to the inventory and take effect immediately 
so only pick them up when you really need them. 


Breaking Things 

There are many things to destroy in Fifth Element. Electrical panels can 
often be destroyed by shooting them. Some crates can be exploded by 
shooting them. Many grates can be smashed by striking them or 
kicking them. Some grates and walls can be demolished by detonating a 
grenade against them. HINT: DESTROY EVERYTHING YOU CAN. 

Timers 

Sometimes you will have to accomplish a task under extreme time 
pressure. When this happens, a large digital timer will be displayed on 
the screen that will show how much time is remaining to complete the 
task. When the timer expires something bad will happen if the task 
hasn’t been completed. 

Remote Views 

Often when machinery or computers are activated, the view point will 
jump to a remote location to show you something. Usually this is a 
clue that is helpful in completing the level. 

Electrical Panels 

These often control electrical devices of some sort. Shooting them will 
short them out and usually cause some electrical equipment nearby to 
malfunction. 



Computer Panels 

Activating these (O button) will turn various things on or off or show 
you a remote view of something. 

Buttons, Levers, and Combinations 

Some levels have buttons or levers that must be pushed in a certain 
order. The combination for these buttons/levers will be visible 
somewhere on the level. Look carefully. 

Playing Korben 

As you make your way through the levels, you will come up against 
increasingly agile and resistant monsters. To attack more effectively 
and increase your chances of survival: 

• Strafe (LI or RI) from behind an obstacle like a crate or wall 

• Use diving attacks (T +□) to pounce on the enemy 

• Pop up from behind crates by pressing L2+X rapidly to crouch down 
and get up again while firing. 

The military and police weapons contain potent auxiliary weapons. 
Use these to take out particularly tough groups of enemies. These 
weapons have limited amunition so use them wisely. 

To walk along a beam or mount a platform, you should use the 
slow walk mode by pressing the Directional buttons while pressing 
the O button. Korben will not fall while in the slow walk mode, which 
can sometimes be very useful! 


Playing Leeloo 

Leeloo has many different attack sequences using combinations of 
punching (□) and kicking (X). Try, for example, X X X, or X □ 

You can discover lots of other interesting combinations. Leeloo can 
also let fly with a devastating flying kick if you press t + X or T + □. 
Think of varying your moves so as to be more effective for if you 
don’t, your opponents will learn to defend against your unchanging 
attacks! 

To defend herself or clear the way, Leeloo can also throw 
grenades. Select the type of grenade using Select + L2-R2 and then 
throw it by pressing R2. The longer you hold down the R2 button, the 
more the gauge at the bottom of the screen increases, the further the 
projectile is thrown. 

Leeloo is able to enter low narrow passages. Make her crouch by 
pressing L2 and crawl through by pressing the Directional buttons. 
She can also crouch down behind an object and throw projectiles (R2) 
in order to attack from a safe position. 

Just like Korben, she is capable of making siow and precise 
movements by keeping the O button pressed down and by moving 
i around with the Directional buttons. This way of walking also 
I allows her to move around without ever falling. 



If you encounter an overhead walkway, keep the A button pressed 
down and Leeloo will hang from it. You can then release A and move 
by swinging forwards or backwards using the Directional buttons. 
Jump down by pressing the A button again. 

In the toughest of fights, don’t forget to use the psionic attack. This 
is a formidable mental attack which can simultaneously neutralize 
several enemies. In order to use this attack, Leeloo must pick up the 
"psionic charge” power up. 

A bright dot will then appear in the green panel in the bottom 
right-hand corner of the screen. To activate the psionic attack, press 
the T + □ + X buttons. 

Note: Don’t pick up the psionic charge when the bright dot is already 
visible in the green panel as this will waste the power-up. 


Objects 

Cards and Passes 



These cards and passes are useful for gaining access to restricted areas. 


Elements 

These elements are necessary to build the ultimate weapon against evil. 


Earth element 


Air element 


Fire element 


Water element 


Activators 

The activators are used with the elements to create the ultimate 
weapon. 


Earth activator 


Air activator 


Fire activator 


Water activator 


Weapons and Ammo 

P The Grenade is thrown and explodes after a brief delay. 

The Contact Bomb is covered by displacement triggers and 
J explodes upon impact. 



other items 

The DNA Key is necessary to regenerate Leeloo in the regen 
chamber. 


% The Crank can be used to raise and lower a fire escape. 


The Mondoshawan Key is necessary to access the stone 
chamber in the Egyptian temple. 


The Fhloston Tickets are necessary to board the shuttle for 
Fhloston. 


, '* ZFX Energy Cell is necessary to start the escape pod. 


Power-ups 


The healing power-ups will restore health. 


The shield power-up will restore shield strength by 30%. 


I This will grant you one extra life. 


This recharges Leeloo's psionic attack. 


This power-up will provide you with a shield. If your character 
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Customer Support 

Online Services with Activision Forums, E-Mail and 

File Library Support 

• Internet: support@activision.com or http://vwvw.activision.com 

• America Online: Use keyword “Activision” to locate the 
Activision forum. 

• CompuServe: 76004,2122 or [GO ACTIVISION] 

• Activision BBS; (310) 255-2146 Up to 33,600 Baud; Settings; 

8 Bits, No Parity, I Stop Bit (8, N, I) 

Other Contact Methods 

Fax (310) 255-2151, 24 hours a day 

FaxBack (3I0) 255-2153, 24 hours a day 

Mail Activision, Customer Support, P.O. Box 67713, 

Los Angeles, CA 90067 

Phone Call our 24-hour voice-mail system for answers to our most 
frequently asked questions at (310) 255-2050. Or contact a 
customer service representative at the same number 
between the hours of 9:00 a.m. and 5:00 p.m (Pacific Time) 
Monday through Friday, except holidays. 





For Hints and Tips on 
Activision Games Call; 

I (900) 680-HINT* U.S. (99C per minute) 

I (900) 451 -4849* Canada 
($1.49 per minute) 

be 18 years or older and have a touch tone phone. 


SOFTWARE LICENSE AGREEMENT 

IMPORTANT ■ READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECI TO THE SOFTWARE LICENSE TERMS SET FORTH BEl OW, "PROGRAM" 
INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, AN^ PRINTED MATERIALS, AND ANY ON-LINE OR 
ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS 
PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION. INC. ("ACTIVISION’), 

LIMITED USE LICENSE. Activision giants you the non-excluslve. non transtHiHhle. limiteo right and license to use oriH c;oi;y ol this Program solely 
and exclusively for your persona' use. AT nghts not siiHCif.cally g-anted under this Agreement are reserved by Activision. This Progmm is licensed net 
sold. Your license confers no tihe or ownership In this Program and should not be construed as a sale ol any rights in this Program. 

OWNERSHIP. All title, ownership rights and inlellectual properly rights in and to this Program and any and al' copies thereof (including tiiii not 
limited to any titles, oomputer code, themes, objects, characters, chaiacter names, stories, dialog, catch plirase.s, localions, concepts arlivorh. 
animation, sounds, musical oompositions, Huoio-visual effects, methods of operation, moral rights, and any related dociimeniaiinn, incorporated into 
this Program) are owned by Activision or its licensors. Ttiis Program is protected by the copyright laws cl the United States, inlernalicnal copyr ghi 
treaties and conventions and othr-r laws, This Program contains certarn licenser) riiaiei iats and Activision’s licensors may prtiled ihe i rights in the 
event ol any v olation of this Agreement. 

YOU SHALL NOT: . , 

• Exiiluiithis Program or any of its parts commercially, including bul not limited to use at acyher cate, oompuler gaming center or any other location- 

based s to. Activision may utter a separate Site License Agreement to [reiniT you to make this Program available lui commercial use; see the contact 
inlormation below. . , 

• Sell rent, lease, license, distributeor otherwise transfer th'S P'rjgram.or any copies olth.s Pmgram.wifhO'.jnhe express prior wrilien consent ol 
Activision. 

• Reveise engineer, derive source code, modify, decrimpile, disassemble, or create derivative works ol m.is Program, in whole or in part 

• Remove, disable or cirnimvenl any proprietary notices or labels contamed on or within the Program 

• Export 01 re-export this Program or any copy or adaptation in violation ot any applicable laws oi regu aliens. By using this Program you are 
warranting itiHl yuii are not a "toreiqn person,' as dclincc. try U.S. governmentregulatrons.or under the cunirolol aloreign person. 


LIMITEO WARRANTY. Activision warrants to tire oiigi''al consume' purchase' of this P'ogrant Ifwl the recording medium on which the Protjiam is 
recorded will be Ime ftnin delecis in material and workmanship ‘or 90 days tiom the cate cl purchase It Ihe mcoirling medium ,s tound detective within 
90 days ot original purchase Activision aijiees to replace, tree ot charge, any prodiict discoveied to be detective within such poraid uiioii its receipt ol 
the PrrHtijct. [uislaga paid, with proof ot tire date o' pumtiase, as long as the Piogtaim is sliH beinrj tiiaiuil,actured by Activision. In the event lhal the 
Program is no longer available, Aat visicn lelains the rajhl to subslilule a similai pioqiam ol equal or greater value, p-.is warranty is limited lo the 
iHcoidinq inedi. m .lontauiing the Piogram as i.iriuiiially puivided by Activ sioii aim is imt applioaple lo normal wear a''d tear This waiianty shall not be 
applicable and s'lall be void il the detect has a isen thioiigti alnise. irustieatioent ot neglec’ Any implied waua-’ties presc'lbed by slatule ate I’xpiossly 
limited to Ihe 90 day peuod dosciihed above 


EXCEPT AS SET FCRTIIABDVE. THIS W.ARRANTY IS IN LIEU DF ALL 0IHER WARRANTIES, WHETHER ORAL OR WRITTEN. EXPRESS CR IMP; HD 
NCLUDING ANYWARRANIYOR MERCHANTAS.ilTY, FITNESS FOR A PARTICULAR PURPOSE CR NON INFRINGEMENT AND NO UlhER 
REPRESENTATIONS OP CLAIMS OF ANY KIND SHAl 1 RB RINDING ON OR OBL GAtE ACTIVISION. 

When returning the Program for warranty replaiHtient {)lea.se send tlie original proiduci disks only in protective packaging and i'clude (Da phclocopy 
of your :lalK[l sales rece pt: (2) your name and return aodress typed or clearly pr nted (3) a bnel note describing Ihe (te’eci, ifte prcbicmis'i you arc 
encc'unle'ing and the system on whic" you are running the Pityjiaiii [A) if ynj am returmrg the Program after the 9(J-day warranty penod, out within 
ore ye.3r after the date cl |)..fdiase. please induce check or money orde''or $15 U S. currency per CD or f oppy disk isplace'-iHril. Note Cerfifed mail 
i recommended. 

In incU.S. send to 
Warranty Replacemerfs 
Aclivision. I'c. 

PO. 80x67713 

Lcs Angeles. California 90067 

LIMITATION ON OAMAGES. IN NO EVENT WILL AC'IVISION BE L ABLL FOR SPECIAL, INCIDENTAL OP OONSEQLENTIAL DAMAGES RFSlilTING 
FROM POSSESSION. USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, I OSS OF GOODWILL COMPUTER 
FAILURE OR MALFUNCTION AND. TO THE FXTFNT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN 
ADVISFO OF THE POSSIBILITY OF SUCH DAMAGES ACTIVISION’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICF PAID FOP THE LICENSE 
TO USE THIS PROGRAM, SOME STATES./'COUNTRIES DO NOT Ai 1 OW 1 IMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE 
EXCLUSION OP LIMITATION OF INCIDENTAL CH OONSEQUENIIAL DAMAGES, SO THE .ABOVE LIMITATIONS AND/OP EXCLUSION OR 1 IMITATION 
OF LIABILIIY MAY NUT APP.Y TO YOU. THIS 'WARRANTY GIVES YOU SPECIFIO .EGAL RIGHTS. AND YOU MAY HAVE OTHER RIGHTS WHICH 
VAFY FROM JURISDICTION TO JURISDICDON. 

TERMINATION. Without prejudice to any ctner rights ol Activision, this AgrenniHiit will terminate automatically if you tan to comply with its terms anc 
oonaitions. In such eve-it. yuii iii.jst destroy all cop'cs ot this Program and aJ cf its component parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Progiaiii ant; ilocumeniHlinn fiavo been dcvelcpcd entirely at pr vale expense and are provided as 
■'Commercial Cotnp,.ter Software" nr "restnclcd computer software' Use, duplication or disclosure by the U.S. Govern-neni or a U.S. Gnveiiiiiieni 
•Subcontractor is subiect to the restrictions set form in subparagraph (c)(1 )(ii) of L'P Rights in THt.tiriica: Data and Computer Software clauses in DEARS 
252.227-7013 or as set forth i'-. subpatwjrai-lt ((Oil) a"(l (?) ol the Commercial Computer Sotkare Restricted Rights clauses at FAR 52.227-19, as 
a:;pli::ablR. The Conl'actor/'Manutacturef is Aclivision, Inc, 3100 Ocean Park Bciilevard, Sada Monica, Cali'oinia 90405. 

INJUNCTION. Because Activision woulil be irretrarahly darnatjed it tho terms ol this Agreement were not specitically entorced, you agiee that 
Aclivision snail be enf lied, w Ihout toiKt cl'“er sec..rity or oroot of damages, to appropriate equitable lemedies with rtispecl -o broaches ot this 
Agreement, n addition to such other remedies as Aoiivisioii may oltiarwise lirive ii'’dcr applicable laws 

INDEMNITY. You agree lo indcinnry. de*eno ard hcic Activision, its partners ahiliates, contiaclois, ■;■([ cm. diieotors, einirlnycos and agents 
harmless from all damages losses a"d expenses ai sing direst y ur iiiditHcily ud.ti your acts and om ssionsto act in using the Product puisuanl to the 
terms of this Aijreet’iKril 

MISCELLANEOUS. This .Agreement lepresents Itiecomplelcagreenie' I ciiiiceinin:] this licmise bolw'eeii tho paitirs and supersedes all pr o' 
agreements and tepreserilalions lielweeri Ifiiiiri II may he ametidnri only by a writing exeuuled by both jsitios I' any previs on j| tins Agmomont is lielrl 
111 Ix) u''cnrorccable -o- any reason, such provision sfiall be 'etoimed only to the extent neoessaiy to iiuxe ii enfomeabln and l^c mmaimng provi.sinns 
ot this .Aqiepinent sfiall not be attected. This .Agreement stwii be uunsiriied itnler Dal loinia law as si.ch H'w is appkdlo agioeinents between 
Ca ilotrtia resident.s eiiletwl irilo and to he petfiitmnil witliin Calitornia exoool as gevernod by toderal law and you eoiisenl In lliii exeliisivi! innsdicliiin 
ot |ne state ami rixltval courts in Los Angeles, Ca ilorina 

It VO., have any i|iit!slio-is oonceinii'glhis license, yon may cu it,lot Astivisien at JUKI [laean Paik Beiilevaid Santa Monica. Calilmna 99405 (IHO) 
t’.'iS 2(XX). Attn Business and i egal Alai's, legaNSartivision con 





